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[rnKODKmon to hillsfar 

After w«ehs or hanl campaignhi^ your 
pHes and nMoiu are an txit exhausted. Mur 
party sets up camp Just oUside of HiDsfar. You 
had thought to mahe a quick st^ * the city 
to gather supplies, maybe drop into your guDd 
to see what things are tike. You Had no idea 
what you were getting into as you stepped 
throi^ the gates... 

Ko weapons atowed inside the galesi Magk? 
Oniy tils Cxcetlency the Plist lord's ma#; Is 
altowed in tllllsrarl Abo. fife Excettencydoes 
not ttlow training up levels within Hllsiar. 

The dreaded ked Pkunes see all and toleraie 
no threat to the enforced law and order of 
the te^onl 

Weltoine to nexsTAd A fOBKHTtn 
game adventure, and pat of TSR’s latest 
ADUAMCCD DUIOEOnS tc DRAOOre* gaming 
system, husrut promises advenCiae and 
intrigue that w*l challenge any potential hero. 
There ate several dlflereni que^ to comptete 
lor each of the four character classes. 

niDsfar was the most open dly on the 
Moonaea unU the Council was overthrown. 
The merchanimage HaaKhir. sell-proclaimed 
nisi Lord of tmisfac now rules the region with 
an hon Dsl. Shrewd, ruthless, and indepen- 
dent, he hasnT made many alles. and tllllsfar 
struggles to hoM Its own a^nst the sunound- 
ing power lords who eye the wealthy port city 
wiin greedy Interest. Law and order are main- 
Uined 1^ the dreaded Red Flumes, Madlhiir's 
mercenary guard, who stalk the dly rdght and 
day. watchman. 

Ahl But a dly under ti^ controMs ad^f ct 
opportunity to any worthwhile advenlun 
With no weapons and little tnnii^. your whs 
and agility are your best chance to overcome 
the puades and mysteries surrounding 
nilisfar. Your weliaro wll depend on how well 
you can Tiguie out mares, pick a lock, ride a 
hense larxl not gel Ihrownl. sgucere hfcm» 
tion from the pub. and overcome the count- 
less obstacles yet to be unearthed. Despite 
the recent revolution. tlHsfar remains the 
Jewel of the Fkxrnsea. wealth and advenhae 
awaR you in the dry’s pubs, the guUrfe for 
each class, the cemetery, the archery range. 


the sewers, the hajirted mansion, the magic- 
user's lower, stalhiir's casCe. and most of 
al. the Arena If you're lucky, you'll only be 
rousted up for crossing a Plume. Hnol, you'll 
be thrown into the Arena, nghthig for your life 
and for FlaaKhiir’s amusement. WUh staves 
aid poles, you must le^ on Ingenuity and 
gukk leflexes to g« you out of this mess. 

Have ytyu the right loob to pick that complt- 
caled lock? TTiInk you can hold your own in 
the Arena? Olanciiig up at the scowling Red 
Humes guarding Qw gale, you certatnly hope 
so. no one ever said that adventuring was 
ea^. and ttepping through the gates to enter 
Htlsfar, you b^ lo leaRze why 

GEmNGSETUP 

For the Comnodore 64'/138 : 

1. Set up your Commodore 64' 1 26 computer 
as shown in the miner's mamiaL 

2. Hug your joystick Into Pott «2. 

3. Turn the disk drive on fltsL then turn on 
your compHtter. 

4. Insert yora HIUSTAR dbk into the disk 
(Mve with the label facing up 

\ Type LOAD " '.a. I and press the return 
hey. 

For the IBN PC. XT. AT PS/2 . 

Tandy: 

I. Set up your IBM PC or compatible com- 
puter as shown in (he users manual. 

1 Turn on your computer. 

3. Boot yotr copy of DOS i2. 1 orgroalerl. 

4. Ponrut a blank dbk on which to save your 
process, label Ihb: 

•fteisrxA Save Clame Osk' 

5. Insert Dbk tl Into drive A. label side up. 

& Sd your dSk drive to drive A tq> typing A: 

and pressing the ento key. 

7. Type MILSPAH and press the enter key. 

6. Mu wB be asked lo choose a graphics 
mode. Choose your mode by ty’pfng the 
number associated with k. If you are 
tmsweofwIiJch mode you have, consult 
your hardware documentation. Tandy mode 
btor Tandy 1000 series compulets. 

!V>le The numeric keypad may be used 
instead of the arrow keys. In Ihb manual, 
whenever you are tefored lo the return 
hey, use the enter key. 
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If yoa have a Hard Drive 

1 . Inseit Disk « I in(odrh«A. label sMe up. 

2. Set your dbk drtve to drive A by Qiping A: 
and pressing the ente key. 

3. Type 'inSTALiil' iwithout the quotes) and 
;ees5 enter. 

4. Vdu win be asked to type the letter of the 
hart drive you wish to use; for esampie C. 
D. Cetc. 

5. All of the IBes wai be copied from drive A 
to the drive >«i specified In a sub rf rectory 
called tllllsrAR. After an lies have been 
copied, if you are copying S‘.'a' disks you 
win be asked to Insert Disk a2 and press 
enter. Al of the lies from this disk wU be 
copied as well. 

6. To plt^ on the hanl drive, type the letter of 
the drive you specified iC. D. t etc.) lo4 
lowed by a colon and press enter. Then 
type CD HfUSrAX and press enter. Don't 
forget to put a space between CD and 
HIUSTAK. Then type ItiabTAIt atd presfi 
enter Your game wit nm be running. 

STAininG PLAY 

When the MusrurUUf screen appears press 
the return' hey. The Camp Opttons screen «<■ 
appear neak To make a seieolon, use the up 
and dovtn arrow keys or the joystick until the 
option you desire Is highlight, then press 
the return key. 

Load a character to ride to Nuaruc 
You'll be asked to put your save game disk 
into the drive and then press the return key. 
You can use the joystick or »tow keys to higfv 
light UK character you wish to take into 
tittsTac Press the return key or select exit 10 
return to the camp options. 

Once you have made your selection, you wil 
find yourself on a Inrse tiding toward the city 
of Hllbfar ybu will encounter many obstacles 
along the way. Tor more kifornuticn on 
horsemanship, read the section RlDIhG A 
HORSE. 

Oeafe a ftuarxii character 
Use this option to make a new choadet For 
more kiformation on this option, read the sec- 
tion CRtATlhO A CttARACrat. 

Save /ora- current fluspxa eJmeto: 

H Is a good idea to save your chaiactefs sta- 
tus frequently. If your character dies, you may 
load him back into the game by selecting the 
'load a character to ride to tnmTar' option. 


ftesiove a flLLm cfiaracter ftoffi Ask: 

Use this command to remove any undesirable 
characters. Remembec once you remove 
these characters they ate gone foievert 

lYansfera cJiaracten' 

You may be able to use this option to transfer 
charatiets from some of SSI's other ADdcD* 
comptrier products llu; nn. or Ruuvre. 
Charadefs may be transferred from ftioi or 
RuHKr to ttusMA but may not be itans- 
fared horn /fecyut to fbol orRouvee 
Characters may be transferred backand forth 
between flt^xirand Coot orTir Aim 
Batis lanta^ role-playing game. 

Naie; Certain Kerns such as the list of magic 
spells gabted wtMn nut or fhotvKC or erase 
or me Aaia: BiviH wIB not be transferred or 
used in Hu v«t In order to uansfer these 
unced Kerns along wKh your improved 
RauT/u character into a Curse or T7C Aruit 
BorcK game, you must also keep the ftwi or 
AuHnee or CtJise cr nr Ahne aeves character 
which you previously loaded Mo ItusrxA 

These two dVferem saved charadets may 
exM on one save ganr disk. 

.•Uie a nusTA* sate game dbiu t 
Using this option you may make a save game 
disk. Any Information that Is on the disk wM 
be destroyed. Label (he disk '/fxisrur Save 
Game Dish' when the process Is coritolded. 

CREATING A CHARACTER 

Kxi must create a chaader to seek advert- 
lure and accompKsh quests In Rtusrw 
Characters are cifferenUaled by their race, 
abiKy scores, and class. 

I. Selecting your character's race 

A Isl of races wll appear. Use the joystick or 
amyw keys to your dioice and then 

press the space bar or fire button to m^ 
your selection. 

Dwarf. This is a cunning race of riurdy work- 
ers and craftsmen. They can be fleers and 
thieves at the same time. 

■On Sir CownMOK V« ims peailKkwaKkMitlon 
VuKsdarBir mmtlic)i qrtsr wiien a* nd lo Qpe trt 
vtnk a mniUn «r vMe |kM>s loOis. 
tCoV oTtam onrcAM canfunr loTiuis. 
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Elf. As taa as humans but slimmer, they can 
be n^eis. magicHisas. thieves. 
figNe/tna^Hises. Aghier thieves, magic- 
user/lhleves. and fighter /ma^-user thieves 
Dves aiso have a better chance of finding hid- 
den objects. 

Gnome. Members of this race are shorter and 
slimmer than their cousins the dwanes They 
can be flghieis. thieves or fighlerthieves 

llalf-EU. These hybrids have many of the 
rirtuesof both humans and elves Ukeehes. 
they can be mote than one class at once. 

nalfitog. These lolk « about haM the siie of 
a human, hence their name. They have OtUe 
ability with ma^. but aie resistan to Is influ- 
ences. They can be fighters thieves and fighi- 
er/thleves. 

tiumans. This Is the must uanmon player- 
race In (he FotgoUen Realms They have 
unlimited progression as fighters, magic -users 
defies, and thieves. 

2. Selecting your character’s gender 
hpu wil have to select whether your chaaoer 
win be male or female. As wlh race sdeciion. 
highlight your choice and press Ihe space bar 
cr fire button when ready 

3. Selecting your character's class 

A description of (he classes is llsled btiow. 

Do not be alarmed 1 an of Ihe classes bled 
bekw do not appear on your screen. Some 
races cannot be certain classes. A human 
adventurer can only be one ci» while non- 
humans can combine classes A character 
with combined classes has more options, but 
he advances more slowly highlight (he 
desired class and press the space bar or fire 
button to continue. 

Clerk. The cleric te a hdy crusader who fights 
For the causes of hb religion Due to religicius 
lesuktions. he ewnot use a cutting weapon 
thal draws blood, such as a sword or an 
arrow, but can use any Ibcm of armor and use 
crushing weapons, such as a mace. 

fighter. The fighter can use any Form of 
armorer ureapem including magic ones, but 
most other ma^cal Items, and al magea) 
spells, are beyond him. 


•la^-User. The magic-user te potentially the 
mart powerful charadet class, but he starts 
out weak. inUally. he has vey few hit Points. 

In adettion. he cannot memoriae many spelb. 
and must carefuOy hi^iand his Few spelb untt 
he gains more Ihmugh advancement In level 

Mage-usos cannot use any form oF armor or 
any weapon other than a dagger, dart or stalT. 
However, there ae magic Hems only a magic- 
use can use. 

Ibief. The thief uses tridvery and mbdirec- 
tion-kistead of brute Force-to win his objec- 
the. TIMS b the orMy proFession in which demi- 
humans may climb as Far as any human. 
Indeed, tulfiings and eves are especially 
adept in thb craft. To be a proficient thief, a 
charaoer must have a high dexterity. 

TTileves must stick to leather-based armor and 
have a restricletj Isi of weapons. 

*hiltiple Classes, hon-human races can 
somrtanes be a combination of classes. 

Hhcn adiaraclerbrnorethan one class, hb 
Hit Points per level »e averaged among Ihe 
classes im-olved howeva hb experience b 
vpHt between the two classes even when he 
carvnot advance further in one of them. He 
gai ns an the benefits ol both classes kviegaid 
to weapons and equipment. 

4. Choosing an alignineiit 
.Aignmenl b Ihe phikisoiriiy a charadcr lives 
by. While the actions of a chanUer are under 
your control, the characler's alignineni can 
affect how HPCs in the game view him. The 
computer wll provide al the possible dign- 
menls for you to choose From. 

9. Your character's ability scores 
Afier you have scircted your chaiact^s gen- 
der. the (ompulet wil autombically generate 
the abilly scores tlvt every adventurer has. 
AbB^ scores are based on a range Fmm 3 
Flow) to 19 (high). VouwU have (he option oF 
elher le-ioling your characters senes or 
keeping them. Keep levoHing your character 
unti you have the abffity scores you desire. A 
description of the ability scores follows 

Stren^ (Str). Thb b the measure of how 
much a chaacter can cany and how much 
damage he can do in a fight. Stren^h b a 
fighters most important attribute. 
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tnldligeiKC (M). Thb is Ih« measure of 
hou much a character an uUmalely memo- 
rize. mtelbgence is a magic-iiser's most im|»c- 
tait attribute. 

WbdotB (Wb).'nus is the measure ofachar- 
acter’s abitk) to understand the ways of the 
MOrid md interact wUi 1. Htsdom b a cleric’s 
most important attribute. 

Desterit} (Dea). Thb b the measuie of the 
manual dexterity artd agii tty of the diaractet 
Dexterity b a thiers most important attribUe. 

ConstiluUoo (Coa). Thb is the measuie of 
the overait health of a character. I has a 
major elfect on now many hK points a charac- 
ter receives. 

Charisma <Cha). Thb b the measue of how 
writ the character interacts wth other charac- 
ters. h b someUmes a factor when the charac- 
ter has an encounter with a tionflayer 
Character usualy caled an riPC 

6. Selecting a Time 

Thb b the let step in creating your character 
Your character's name may have uptoiSM- 
lers m I. hMi wRI not be able 10 change your 
charadei'sname . so choose it wbriy. Press 
return once you have entered a name and a 
summary screen wn appear. Tlib screen 
contains ali of the Informailon about your 
characier. txamtne mb information closely 
and deckle whether you wbh to save your 
character 

T wo addhionb characier biilbuies which wfl 
appear in the summaiy screen are explained 
below: 

Ml rotarts <bp). Thb atuaMile b derived from 
a character’s constitution, hb level, and hb 
characier class (see below). Every time a char- 
acter b hH he loses Hit Points. A characier wtb 
many Hit Points can survive la longer than 
one with Few Hit Points. When a character 
reaches 0 nx Points he b dead. 

experience PoiaU ftX). As a character 
adventures and accumutalesDEasue. he 
^Ins Experience Points. The more experience 
points, the more proficient the ctiaracter b in 
hbdass. 


RIDIMj AHORSE 


Prom the camp you wW be given a horse 10 
ride to Hlbfzv and other points of bteresi out- 
side of the cH). A map of the outshiits of the 
dly b used tor selection of your destination. 
you may hi^B^ the possiUe routes to havel 
by pres^ the anow keys. Press the space 
ba- to ride on the path you selected, riom 
certain points. Mre the camp, ytxa selection 
may be limited to only one path. 



Occaslonaly. a question mark wfil appear 
where your horse b. When Uih happens, you 
wW have the option of rilempUng to ride on a 
forgoUen Iral. If you wbh to try an unmarked 
trail, press the space bar when the question 
mark appears. It has been saM that some of 
these traBs lead lo Nme. fortune and danger 

The horse and rider are controlled as shown 
above. Hove the joystick or anow keys ri^ 
to speed up and left to slow down. Moving the 
joystick up or hitting the up arrow key com- 
mands the horse lojump. and down on the 
joystick or arrow keys will cause the rider to 
duck dying bads or anows. 

If you find a Rod of Blasting, you may use it to 
destroy obstacles on tiie ridtng path. To use 
the Rod of Blasting, press the lire button on 
the joystick or press the space bar. Alt Rods 
have a spedfied nunto of charges and when 
ised up. they wRI disappear. 
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Bewaie’ TiK footpaths aid reads aie treacher- 
ous indeed! You mW have to jump and duck 
obslales along these paths lest)ou be 
thrown from your horse. Some oi the objects 
you will have to avoid include bales of hay. 
ditches and holes, puddes. fences, bushes 
and tree stumps Every Ume you misjudge an 
obstacle, you will run the risk of loslni your 
hose. Although certain horses are more Myul 
than ctheis. any horse wfl abandon ts owner 
when pushed to ks Nmits. If this happens, a 
list of options will appeal 

Walk on ahead: Yhb option kt you walk 
to the destination you sdeded. 

Look for a horse: Seiich lor a horse. If you 
find one. you will continue onward 

Wait lor passerby: WaH lor someone to pass 
by who will take you to the badlng post. 

Start waiting back TMs option retians you 
to your starting kicalkin 

Keep hi mind that whenever your steed gal- 
lops away, you wU be in danger oi beiig 
robbed n worse. 

ADVErnURTtG IN HILLSFAR 

Once you have successfuly reached Millsfv 
you win lind yourself In the upper righlhand 
comer of the dty. represented by a flashing 
arrow. This b where the staUrs are and where 
you must go ki order to leave the dl). 

On the left sUc ol the scieen you wit see a 
3-D view of buildings In frenl of you. To turn, 
use the left and right anow keys. To move for- 
wwd use the up snow. Totumanwnd ISO 
degrees, use the down anow. Move the joy- 
sdek in ihe same directions to move forward, 
right, left, and to him ISO degrees 

On the kwrr left side of the screen you w« see 
the status of yoirchaacter and wtu( he b car- 
rying. Always uach your charader’s HI nikiB. 
If you run out of these, yoiacharacierwtldk. 
Ato dbpi^ed are the number of knock rin^ 
and healbigpatlonsin your possession. 

Depending on your charauers class, you wft 
want to find a pub or guild. Take time and 
become acqu^ed with the dt). Wxi wW 
notice that the message window- wa move 
between two positions on the screen When 


you are in the northern part of the dty. the 
message window wM be on the bottom half of 
the screen- When you are In the southern part 
of the ciy. the message window will be on the 
lop haft of die screen. 


*tmy times in the ^me you wU be given 
clues and quests. In same areas of the cty 
you may need to look for terns, clues or peo 
pie. To eumlrK an area closely press ihr 
space b* or fire button. 




C-HJaytWIi 


DO* 

■ar nm 


ftdditional Cotnmaiidb: 

R — Recal the last clue given. 

S — Togjle the sound on or off. 

P — Use a healing potion. 

- or ESC — Pause the game. 

TArm S TARGET RANGE 

Tor practice or lor gold you can set your sights 
a Tarma's Target Range, for a small fee. 
Tanna wll allow you to compete against other 
marksmen lor tme and goM. 

Upon erH«1ng Ihe range, you will see a list of 
scares and the amount of the putse you will 
receive if you exceed them. You wll be IcM 
the ertrance fee and asked If you wbh to 
participate. 

If you wart to partidpale. you wll bea^ted if 
you wart to ptacbee liist. The only dHTerrences 
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THE ARENA 

In the owrst at your travels In tWIsfar. you 
wMsoonet or later Old up at (tie arena. In the 
arena you may IlgN for wealth, lame, honor, 
or perhaps to (or a erfene you've commit- 
ted. ¥INIe the arena b generally favored by 
Rghiets. anyone b atowed to rompete. Most 
aena battles are fought until one ^ the com- 
batants is Knocked sensdess When righting 
as a result ol serious crimes, death becomes 
a dbtlnci posslbili). 


between practice and competition te that you 
are not charged a lee (or practice. aiKl you 
cannot coUecI any awards or have your score 
added to the lUt. 

Once you have made your choice, you vril be 
asked to choose the weapon you wish to rent 
You may rent a silng. daggers, darts, ora bow 
and some anows 

Sling - ihe only weapon that b usable by a 
cleric. 

nagger- the heaviest weapon available. 

Darts - faster and bqhter Ihaai daggers. 

Atroir - the fastest weapon 

Hand - for mages only 

Once you have sriecled a weapon kwHbe 
lime to show what you’re made of. The targets 
urill vary in value depending on their dVneuty 
The joystfek or keypad controls the motion of 
the cross tubs. Use the space bar or button to 
fire. Thu wil notice as you aim your weapon 
that ■ seems to drift. The hi^ier the deaterlty 
you have. Che less drill there wB be. 

Keep your eye on the windmil. H wB lefl you 
how fast the wind is blowing. To make an 
arcurale shot, you must adjust for windage. 
The l^er Ihe weapon b. the more it wil be 
affected by the wind 

Be accurate! You have only ten shots to beat 
the scores on (he Bsl. Once you have fled 
your last shot of ammunllon. you wW be 
given your rating and awarded any priiesyou 
may have won. Don’t be discount if you 
don't do wel in the Hist Few tovaids. even 
William Tell had to practice. 
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Each opfiorKiu you meet fn the aena oil 
have his own fleeing style. To defeat ywir 

c^iponent stud) hfeRghting style. Expiot his 
weaKnessesf beware of his stren^hs. 

When you fight in the oena. you will be 
armed with a staff. The first person to laiock 
Ms opponent unconscious is the victoc 

The iltustration on the pRVfous page is a sam 
battle scieen. The left bar represents the 
percentage of IfttFoinls you have remainiiig 
The right bar represents your opporseni's m 
PMnts. Eor example, when you have only half 
your Hit Points lell the bar w« be cotored 
hallway. Until you hit your opponent a lew 
times, you may not be able to accurately 
gauge how sb^ he Is. 

The lefthand window fealiaes an ongoing 
commentary ol you match, fie ciiefu] not to 
pay too much attention to what the critics am 
sa^ntMfer ah. you battle Is not wkh tberrt 

The Hluslratiun sluws the thTferenl techniques 
you can u<<e during combat. If you do not 
bloc k you opponent s attacKs. you wll lake 
daivige. Remember, practice makes perfect 
Since most battles am not to the death, there 
may be a chance lor a temaKh. 

LOCK PICKING 

Whether you are a thief or not there wtl 
come a when someone has loched up 
.something you want If you're not a thief, you 
may have M resort to bashing down a door, or 
smashing a treasure chest But I you are a 
thief .or you have hired an flPC thief and you 
have a set of picks, uthcr options may be 
open to you. 

When you come upon a locked door or chest 
with you tnisty set of picks in hand, you wfl 
be asked If you wish to pick the locli If you 
do. the lock picking screen, showm in the next 
column on this page, wfl be displayed. 



locks must be picked one lumbier at a Ume. 
from left to right. To pick the lock, use the 
anew keys w the joy^lrh to select me pick 

wMch matches tbe Uimblef Use the fire but- 
ton or the space bar m np the pick over S 
necessaiy. Hit the return key lo by k on Ihe 
lumbier. If you choose the wrong pick or the 
wnng end of the rtghi picK you might break 
I. Sometimes you may not have all of the 
piclis necesaaiy to open a lock. When this 
luppens. press the E key before Uylng any 
picks uid you will leave (he lock. 

I is possible that a lumbier may be Jammed. 
Vbu wll have lo slick the pick In more than 
once lo iorce a jammed (umbler down. 

Hole; there is a gteXer chance ol breaking a 
pick when trylnglo knee a jammed tumbler. 
Keep In mind lhal whie broken |Aks ate ds- 
playied. (hey cannot be used until you have 
them fixed. Some lochs are tougher than 
other locks and some locks arc trapped. 
Putting IlK wrong pick into a bnppM lock Is 
akruat certain lo sei K off. 

I you successiully put Ihe coned pick Mo 
the lock. Ihe (umbler wUI M. giving you 
access (0 (he ned one. When you pick Ihe 
last tumbler, (he chest or door will open. Ybu 
wM only have a shon amount of ibne In whkh 

Id pick a lock ShouU you (an to pick the loch 
wlhin (he lime bnil. any (raps ( has are 
dntosi certMn (o go off. 

Okc you become (amMar wHh your picks, 
you should have no trouble openkiganyloth- 
35 long as you have the right picks. If you have 
trouble picitinga lock, you mih use the ‘r* 
key to aueinpt to kmre the lock or the 'Z' key 
to use a knock ring (V you have one). 
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OPEINING DOORS AND 
CHESTS 

If you are nM a IMeT and don't have a thief 
rtPC ivtth you. or Vyoudon t have a set of 
ptcKs. you can sUB to to open locks. Mhen 
you find a locked door or che9. you mBI be 
asked If you want to open H. If you do. you 
wBI be provided wthlhe 1st of opOo« betow. 
Sane of the options may not be avakaMe 

Options: 

LEAVE] DO NOT TRY TWS LOCK: Tbts Option 
wHI only be avaftable until you attempt some 
other form of opening the lock. 

LSE niT SICAL STRENGm TO FORCE IT: 
Attempt to use brute force to open the kxk. 

Be camful. V the lock is trapped you may set 

Hoff. 

nCK TTtE LOCK Wmi A SMALL OfLECT: By 
using this option, you win be attempting to 
pick the lock with a saial stick or a sbakfit 
piece of metal. Be carefuL If the loch Is 
trapped you may set k ofl. 

use A KNOCK Rina: V you have a knock 
ring, you may use k to attempt to open a lock. 
Knock rings ate available to al chancier 
classrs wKhin Huvui Knock iin{p wit only 
open one lock per ring because a knock rt^ 
b consumed by the energy required to unlock 
the lock. 

use THE CHPIE OF OrtiVIG: Thb b a niRjk 
cal Hem that can be used to face al of ihr 
tumblers down. Of course, you have to And a 
chime of opening first... 

You will only have a Aoit period of tkne to 
open the lock and when Che time runs cxH. 
you are relumed to where you came from. 

BUILDINGS AND MAZES 

As p«t of your adventuring in Hilbfar. you wil 
have many opportunkies to enter the buld- 
Ings in Uk cit). as wen as sewers, hedge 
maaes and oUmt labyrinths. It b impotlanl 
IbatyouimesCi^e many of these ihorouguy. 
VMuaMe Kerns. Information, and gold can be 
found In these places. 

Be warned mmy of these places are protect- 
ed by guaicHatB a the Red PlunK Ownb 
themselves In many cases, you wtl oiriy have 




a Bmted amouni of lime to colMct whatever 
you can. In most cases you will wm to roBea 
as much as you can and then fhv] the exH, 
which appean as a stairway leading down, 
before the guanb And you. Every Ume a guard 
or guathan touches you. the local UnM 
remaining which b displayed althr top of Che 
screen. wHI decrease. Once there b no lime • 
rirnuirilng the first guard who touches ytH 
wi c4ili» you. If thte happens, you wtR lose 
al of the kerns you have coSectert. and possi- 
bly be sentenced to a ngK to the death in the 
arena If you are caught wHhln the castle, you 
wM ahtBfs wind up In the arena 

hkvring through the man b accomplished by 
using the now keys Of the joysbek. Move as 
quic Kly as you can and be wary of traps. 
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A SHORT HISTORY OF 
HILLSFAR AIM) THE ELVEPI 
COURT 

IWhfar is one of tiK gre* aaUed clUes fining 
the Moonsea. Ks Mstory concerns CnUi 
hunwK and elves and its condition itfleds 
the Uusi and Oeti^al of both nces. 

I U7 years ago humans moving nosth 
encountered Uir Chen Court a huge oMcrop- 
ping of fomt Just south of the Hoonsea. 
These humans sought and received pemiis 
Sion to settle the dales around the forest 
Thus, the various Dalelands were bom. The 
Startding Stone was erected to commemorate 
the occasion. 


TO the south aitd east of the Oven Court lay 
the etpanskmisl human kingdom of Sembia. 
The Sembians cut at the forest to make 
planks for their ships. The elves put a slop to 
Ihb by crushing the Sembians at the badtle of 
Singing Arrows. 473 yean ago. 

After the battle the Sembians and the dves 
made an agreement to trade instead of HgM. 
The agreement allowed the humans to push a 
road from Sembia in the soidh. through the 


Oven Court to the Moonsea in the north. The 
elves retained control of the route of the road, 
and made sure the road passed dgecUy by 
the Standing Stone. That way. humans wotdd 
be rominded of their earlier, less hostile deal- 
ings wMh the elves. 

At the northern end of the road the elves built 
a trading center on the stiores of the 
Moorrsea. Humans and elves traded In the 
lozaar. Humans and elves learned of each 
othen in the taverns arid training halls 
Humans and elves even shared in the admin 
isuaUon of the trading cenlec Thisiradlng 
cenlei upanded into a town. Ihen Into a 
wailed dly. and then into a city stale. Thb dty 
state b now known as HHIsfar 

Hlsfv prospered In sphe compelllion from 
other mgiar dies around the Moonsea. Phlan 
and ZhenU Keep rose to power and fell from 
gaoe, while niHslar progp er ed by trading 
between the Moonsea reaches ^ the EJven 
Court. 

BuL the battle of Singing Arrows and the road 
from Sembia to HMsfar started a geal debate 
among the elves. Could dves and humans 
Sve side by side, or was human etpanslon a 
thrrd to the Bteslyle of the Oven Court? Tor 
hundrods of years the elves secretly debated 
among themselvts. Scant years ago they 
made their decision. The elves began The 
Retreat. 

The Retreat caught the humans anound the 
Dven Court by surprise. Abnosl ovemighi, the 
InhaMants of the court and the magntficem 
dty of Myth Drarmor seemed to dbappear. 
Once the elves deckled lo leave. tfiQ left 
swiftly. Some elves living In Dk communities 
oit^ the Oven Court left, but others stayed 
In ihdr new homes. 

The Retreat left a huge area empty. £v H forces 
quIcMy took advantage of the pewer vacuum. 
The bti^ dven forests quickly became dark 
arid lotcbodfng The labM dty of Myth 
Drannor Idl h«o ruins and was ovemrn by evil 
oeatures. And the road from Sembia lo 
HHsfrt was no longer a safe trdt (or prosper- 
ous merchants, but a dangerous gauntlet for 
the adventurous traveler. 

The Retreat ht tlHsTa’ hard. The Council of 

IHsfar became commit and self serving. The 
opennessof the dty allowed foie^ enemies 
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ZhenUI Keep 


MOONSEA 




Vula^h 


M>th 

Dr»nnor 


ELVEM 

COURT 


ELVEn COURT 


AslMbenfoitl 


ypAscmlH-a 


Iree «es5 into Uw corridon of pot>et. Then 
»lth me bickering cound * Its weJliesL c.“ 
govemmeni «b owtihrown bjr Hiilhir. i 
powerful merciunt and mage. 

nillslar has changed under Maadhirs admfrv 
btraiion. On one hand. Ms rule twn brougM 
crdertoachsoUc andcanuptdt). Onttie 
other, he has destroyed the elven heritage 
thx rn-:-*- Millsl* a spec« ptace 

Maalhllt mullipbed the amt) by expandbig 
the mercltes Red Plunte meicenartes. He 
used the Red Pkanes in campaigns agrinsi 
ZhenaKeep lie raised new Inding ships to 
travel the *1oon$ea and new war shps to pro- 
tect the trade. 

With Haaidtiir at the hehn. illltsTar has 
become more human, mote repressive, and 
mote expansiontst. It is ncs» but tr. "r'eriu- 
naie minor of its ancient rivals that atso ring 
thehloansea. 


AFTCR LEAVDNG HIUSFAR. 
BEWARE or TtlE CURSE OF 
TtlE AZURE BOrtDS 

Overheard from a caravan guide who was In a 
tavern jusi oulaide of tUblar. 

bi t teal chtiUatlon. lad. Cormyr. 
thX’s a real chibed kingdom It s far to ihe 
south and west, but the trip is worth ever) 
step. 

'There are two main loutcs to civllltatlon. Ihe 
souUiem route and the western route. Both 
am perilous. You need powerful friends if you 
want to make a trip lire that. Fowerful friends, 
or a knowledgeable guide. 

'On the southern route the traveler must 
move throu^ the forests of the Dven Court 
down the locig lond to the Standing Slone. 
The stene was a monument to the coopera- 
tion of ehes and men. how M s just a warning 
thx you'it too ne» the ruined lemaiits of 
N)th Drarmor 

'Once 1)th Dtantor was a beauCfful elven 
dtv: now t's nothing but crumbling ruins that 
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an overun wtUi unspeakaM bustles, ttt 
can be ChaikfuJ that the Knights of Kyth 
Drannor ^lanl the remains of the cKy. 

'Once past the Standing Stone, and outside 
the forests of the CIven Court, things get easi- 
er. The bUed Helds of Mlstledale and the open 
town of Ashabenford are a welcome relief 
from the coM and weaty read, riom 
HisHedale the road winds thiou^ the Mb at 
Tlvens Oap and on to the ^tew^ of civil» 
Hon. to Tiherton. the northernmost city of the 
^eal kingdom of Cormyc 

'Travelers who do not waM to brave the dart 
lorests of the Civeit Court tan take the west 
ro»9 out of nnisfar. Thb leads to the ruined 
ci^ofYulash. where the troops of ZbenUi 
Keep battle HUlsfar’s Red Plume mounatles. 
The smart traveler wHI sip around the south- 
ern side of Yutash. avoiding both armies. This 
also avoids the cUes of Zhentil Keep and 
Teshwave. 

'After slipping south amund Yulash. the travel 
er wUI gain the road leading southwest from 
yuash to MroMat and then souh from 
Vbonlar to Shadowdalc. Plan) adventurers 
make Shadowdale their home, and the lown 
la friendly lo those heany souls who engage in 
brave de^. 

'ShadoweWe is also the borne of the 
renowned sage Cknlrtsler. Bui don t try to see 
him. his man wil give you nothing but Ihe tun 
around. Clmlnster IssM lobeamemberof 


Biat mysterious 90 up. the Harpers. Many 
powerful beiii^ me said lo belong to the 
Harpers. l‘d sure ike to have a^ijup like that 
on my side the ned time I'm in bouble. 

The road soitt bom Shadowdale is well trav- 
eled and leads through Ihe Shadow Gap to 
Tiverton. Careful travelers wil note a path 
leadng northwest lowards Haggerdaie and 
Dagger Pals Avoid this path: the inhabitants of 
Daggeidale are not 4 al fricndl) to outsideis 

'Once the traveler crosses Shadow Oap the 
road leadsdireoty to Tivetton. AH (he cM- 
laed services ire available in TUverton. 

Ovough these services demand civilized 
prices. Ptem Tiverton a1 of Contiyr opens up 
to the south. 

'1 you're trsvelng to THveiton you may be 
baeresled in this stoi). KingAzoun syoungesI 
dau^Uer. the Princess Hacada. ran away from 
the royrihousehcUaknosiayearago. Rumor 
has t she fled an areanged marriage and ran 
off wfth a eJetk from Tiverton. Wkird has It that 
Hacacla and the cleric have had a laUhg out 
and that she's been seen near TUverton 
itceitly The king has a large reward out for 
her letunr. A smart 90 up of adventurers could 
do very wel for Ihemsehes 1 they found the 
prifKess and returned her to the king. 

*Cood luck lad. no mailer which way you 
travel. And you have fun in the cMHzed 
soutMaids' 


Look forward to more adventuring 
in the upcoming AIWrD* FORQOTTET1 REALMS' 
Cuise or nc Azm Berets 
computer fanta^ role-ptayinggame. 
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